In terms of earth science, Indonesia is a very interesting area. But Indonesia is also the most affected country. One of the biggest natural disasters that struck Indonesia region is the 2004 Aceh Tsunami. This condition causes the destruction of various facilities including infrastructure in the world of education so that often hampers the learning process. Though education is a very valuable investment in human life. Therefore, various developments continue to be made to create various learning alternatives in supporting the education process. The use of technology will help the implementation of the learning process although facilities and infrastructure are minimal. One of the technologies used is the use of smartphones for learning. By using Android-based learning game is expected to be an alternative model of education that is effective, interesting, interactive and fun. Utilization of this android based learning game in addition to optimizing learning can also reduce trauma (trauma healing) in children after the disaster.
Background
In terms of earth science, Indonesia is a very interesting area. In addition to having a large continental exposure area, it also has the highest crease mountains in tropical blood and eternal snow. Indonesia is a country located on a ring of fire that stretches along the Pacific plate which is the most active tectonic plates in the world. This zone contributes almost 90% of the occurrence of earthquakes that occur. It is also a country with the largest number of active volcanoes in the world. On average each year there is a volcano erupting in Indonesia. Indonesi is also the most affected country. (11, 648) disaster events are hydro meteorological disasters and 22% (3, 810) are geological disasters. Hydro-meteorological disasters such as floods, extreme waves, land and forest fires, drought, and extreme weather. As for the frequent groups UICRIC 2018 of geological disasters are earthquakes, tsunamis, volcanic eruptions, and landslides.
The trend of total disaster occurrence for both types of groups is relatively steadily increasing.
This condition causes the destruction of various facilities including infrastructure in the world of education so that often hinder the learning process. Though education is a very valuable investment in human life. Therefore, various developments continue to be made to create various learning alternatives in supporting the education process.
The use of technology will help the implementation of the learning process although facilities and infrastructure are minimal. This technology-based learning alternative is expected to answer the problem of limited educational facilities and infrastructure and reduce trauma in children after the disaster.
One of the technologies used is the use of smartphones for learning. The use of smartphones, ipad, playbook, tablet pc and the like is more widely used today for various reasons and options than the PC (Personal Computer) at home. In addition, there are many game features that not only as entertainment to play, but there are many games to hone the power of thought and logic that can introduce the material to be more interesting to be accepted and understood especially by the child.
By using Android-based learning game is expected to be an alternative model of education that is effective, interesting, interactive and fun. In addition to the things presented above, other uses of the use of this android based learning game, can create variations of information delivery so as not to generate boredom to the user.
In distributing game android learning program is very easy, that is with some devices found on mobile phones such as Bloetooth, and data cable.
Utilization of smart phone to optimize learning in disaster area after the disaster can be a solution to the problem of limited education facilities and infrastructure destroyed after the disaster. Thus, the use of android-based learning games in addition to optimizing learning can also reduce trauma (trauma healing) in children after the disaster.
Research Focus
The focus of research is the development of android-based learning games to optimize learning and trauma healing in post-disaster children in areas in Central Java. DOI 
Problem Formulation
The formulation of the problem in this research is how to develop android based learning game to optimize learning and trauma healing in child after disaster in area in Central Java?
The concept of the model to be developed is a learning model of mobile game-based learning to optimize the learning process of emergency teaching in disaster areas, which will be made learning design concepts that facilitate researchers in developing products.
Development of android-based learning game to optimize learning
The term android refers to an operating system for linux-based mobile devices that includes operating systems, middleware, and applications. Android provides an open platform for developers to create their apps. Android is an operating system that enables more than one billion Android smartphones and tablets is an operating system that runs on today's smatphone and adjusts specifications in low-end to high-end classes.
Almost all vendors are currently developing products with the Android operating system, because the demand is increasing sharply. Android is a Linux-based operating system for mobile phones such as smart phones and tablet computers. • Application framework: it allows the use and deletion of available components.
• Dalvik virtual machine: virtual machine optimized for mobile devices.
• Graphics: graphics in 2D and 3D graphics based on the OpenGL library. • SQLite: for data storage.
• Supports media: audio, video, and various image formats (MPEG4, H.264, MP3,
• AAC, AMR, JPG, PNG, GIF)
• GSM, Bluetooth, EDGE, 3G, and WiFi (hardware dependent)
• Camera, Global Positioning System (GPS), compass, and accelerometer (hardware dependent)
Android has many advantages as software that uses a computer code base that can be distributed openly so that users can create new applications in it. Android has builtin Google native apps like pushmail Gmail, Google Maps, and Google Calendar. Open source fans then build a community building and sharing of Android-based firmware with a number of customizations and additional features, such as lossless audio FLAC and the ability to store downloaded apps on microSD cards. They often update firmware packages and incorporate elements of Android functionality that have not been officially launched in a carrier-sanction firmware.
Game in Learning

Understanding the game
The word Game comes from English. In Indonesian Dictionary the term "game" means game. The game is part of playing and playing as well as part of the game, the two are interconnected. The game in this case refers to the notion of intellectual agility (Intelectual Playability Game) which is also defined as the arena of decisions and actions of players. In the game, there are targets to be achieved by the players. The game is a complex activity in which there are rules, play and culture. A game is a system where players engage in artificial conflict. Here players interact with systems and conflicts in the game is engineering or artificial. In the game there are rules that aim to limit the behavior of players and determine the game.
The definition of a game is a voluntary interaction activity, in which one or more players follow the rules that limit the behavior of these players, enforcing a conflict that can produce a clear and calculated ending. There are some notions about the game by some experts namely: 2. According to Hans Daeng, the game is an absolute part of the child's life and the game is an integral part of the process of forming the child's personality 3. Joan Freeman and Utami Munandar, Game of an activity that helps children achieve full development, whether physical, intellectual, social, moral, and emotional. So the definition of the game is an activity undertaken by some children to seek fun that can shape the child's personality process and help children achieve physical, intellectual, social, moral and emotional development. 
Educational game
Educational games are games specifically designed to teach the user a particular learning, developing concepts and understanding and guiding them to practice skills and motivating them to play them. According to Hurd and Jenuings, good design must meet the criteria of education game itself. There are several criteria of the educational game, among others:
1. Overall Value. The overall value of a game is centered on the design and length of game duration. This app is built with an interesting and interactive design. For long duration determination, this app uses the timer feature.
Can be used (Usability). Easy to use and accessible are important points for game
makers. This application designs the system with a user friendly interface so that the user can easily access the application.
3. Accuracy (Accuracy). Accuracy can be interpreted as how the success of the model / picture of a game can be poured into the experiment or design. The design of this application must be in accordance with the game model at the planning stage. application provides the menu and features required by the user to help the user understanding in using the application.
Appropriateness (Appropriatness
5. Relevance (Relevance). Meaning can apply the contents of the game to the target user. In order to be relevant to the user, the system must guide them in achieving the learning objectives. Because this app is intended for children, the interface design must be in accordance with the nuances of children that display bright colors.
6. Objectives. Objectivity determines the purpose of the user and the criteria of success or failure. In this application objectivity is an attempt to learn the outcome of the game.
7. Feedback. Feedback should be provided to help the user understand that their game (performance) matches the game object or not. This app provides animations and sound effects that indicate the success or failure of the game.
Impact of education game
According to Edward, educational games have many positive impacts, among others: (1) Game widely used to teach a knowledge and build skills both in the field of education, In its development, the game can also be used as therapy for children. The benefits of this therapy include: First, children 'awake' when faced with the prospect of 'playing' .
They are directly involved in social situations that teach skills while they are having 
The criteria of children's games by age
Choosing the right child play for a child can be one of the most important things to do for children. Children are identical to play. Play is the world's most dominant child. In fact, to be more leverage in delivering lessons, early childhood education implements a system of learning while playing. This is due to the ability of the child's own brain who likes to do fun things like playing. Therefore, the learning method used must be tailored to the child's ability according to the age level. Thus, the lesson will be more easily accepted and absorbed by the child. However, parents should be wise in choosing the right kind of games for children.
There are several important phases in the child's age that need to be considered when choosing the right game for our children, among others:
1. Phase 0-2 years. In this early phase the child has an ability that is dominated by motor sensor capabilities in the child's brain. So it will be effective if the toys given to the child with a more striking form of color, smell and texture. Toys that use expressions can also be an alternative.
2. Phase 3-6 years. At this age children are getting interested to explore so that games that provoke their adventurous interests will greatly support the interests of children. It can also be used as a means to encourage children's self-confidence so that they do not hesitate to explore new things. 
Model design
Design of learning according to experts known several models that have been developed. In general, the instructional design model can be classified into a class-oriented model, a system-oriented model, and a product-oriented model. The existence of these existing model variations can actually be beneficial. Some of these advantages, among others, are able to choose and apply one of the design model of learning that matches the characteristics encountered in the field. It can also develop and create derivative models from existing models, or can also research and develop existing designs to be tested and improved. In the development of this model, the ADDIE model, the researchers selected and used in the development of mobile learning learning model design.
Conceptual model
The conceptual model is an analytical model that describes the components of the product to be developed and related to its components. This model shows the relationship between concepts and does not show the sequence gradually. The order can start from anywhere. The conceptual model in this study is designed with functional process features that can be utilized by users to run android based learning games. The approach used as a conceptual model in the development of android based learning games. is the 3 P approach of people, process, and product. People are parties or people who utilize the android-based learning game model.. Process related to the ability of learning products based on android. in carrying out certain functions, while the product is a variety of services that can be utilized by people through a process run by a learning strategy.
Components of product users to be designed are learners who are in disaster areas for children aged between 6-8 years and teachers or facilitators. Components of learners in the assistance of teachers or facilitators actively follow the learning process and give his opinion about the android-based learning game products used in the learning process. The resulting product is an android based learning game product process components are the steps that must be done in the design of the model and materialized in creating a quality training process. Conceptual models in research and development are as follows: Based on the identification of post-disaster learning needs, it will be able to formulate the objectives of the learning that children can still learn although infrastructure facilities damaged by the disaster and trauma in children after the disaster can be reduced. The learning objective is the answer to the learning problems that emerged after the disaster occurring in the identification of the problem.
Procedural model
A procedural model is a descriptive model that describes the flow or procedural steps that must be followed to produce a particular product. Development process is the second stage. This stage includes (1) learning analysis, (2) determining mobile learning design, (3) development of mobile learning design, (4) implementation and (5) evaluation. This process includes analysis of learning needs, objectives, learning resources, and media. The materials are prepared based on the learning objectives to be achieved.
The material is prepared based on the nature or scope and sequence of learning logic that has been prepared. In this process will involve many experts, in the field of education, multimedia, children, and psychology, content and evaluation. Preparation of android-based learning game design on the principle of learning is to provide a game method that contains learning elements and reduce trauma in children after the disaster.
Process evaluation in development is done by using formative and summative evaluation. Evaluation is a process to see if the learning system being built is successful, in accordance with the initial expectations or not. Actually the evaluation stage can occur in each of the four stages above. Evaluation can be done in two forms of evaluation that is formative and sumatif. Formative evaluation is carried out during and between these phases. The purpose of this evaluation is to improve the learning system created before the last version is implemented. Summative evaluation is done after the last version is implemented and aims to assess the effectiveness of the overall learning.
Questions that can be asked in the evaluation phase are: 
Physical model
After the development of android-based learning program is evaluated, the model of learning based on android is called the physical model. In the physical model is the implementation phase of the model. Implementation of the model implemented after declared effective and efficient.
